inTRDDUCTIOn 




In STHRTREK®: 25th HnniVERSRRr^ Enhanced CD^ROID you 

raKc on the role of the captain of the U.S.S. 
EnrcrprisG^'', James T. Kirk. As Captain Kirh, 
you arc faced with the same command deci- 
sions he faced, but it's your choices that will 
decide the fate of the U.S.S. Enterprise^'' 
crew. Tjhe game system is split into two sec- 
tions; when you are on the bridge of the 
U.S.S. Enterprise ^""^ the other when you are 
on a planet or another starship. 
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The Transporter Room, you and your crew beaming down to explore 
new worlds... 



You need the following computer Gquipmcnf to play Star 
TrcK®: 25th Anniversary'** enhanced CD-ROM. 

• 386SX or better computer 

• 560K free low memory 

• 1MB free expanded memory (EMS) 

• Expanded-memory manager software, such as 
EMM3Q6.EXE, QEMM, or 386AAAX 

• Pro Audio Spectrum series, Sound Blaster series, 
or 100% compatible sound cards 

• CD-ROM drive 

• Microsoft"'' Mouse or compatible 

• Speakers or headphones 
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You need 560K free low memory and 1MB free ex- 
panded memory to play. For suggestions on freeing up 
memory, see the "Troubleshooting" section on page 5. 
If your computer has more than 1MB free expanded 
memory, the game will make use of all available 
memory. The more memory, the better! The memory 
will be used to store sound effects and graphics as 
needed as you play the game. 

To play Star Trek: 25th Anniversary Enhanced CD- 
ROM, you must install some files on your hard disk. 
Here are the steps to follow to install the game. 

1. Boot your computer with DOS. 

2. Install Star Trek: 25th Anniversary by typing 
D: <Enter> 

INSTALL < Enter > 

from the DOS prompt. If your CD-ROM drive letter 
is other than D:, substitute that letter in the first com- 
mand. 

3. Answer the questions asked in the INSTALL pro- 
gram. 

4. To play, first make sure you are in the correct direc- 
tory by typing 

C: <Enter> 

CD \TREKCD <Enter> 

then type STARTREK and press <Enter> 
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Q: "The game says I don't have enough memory." 
A: STAR TREK®: 25th ANNIVERSARY^'' En- 
hanced CD-ROM requires 560K of free low memory 
and 1MB of free expanded memory (EMS). 
To sec how much free low memory you have: 

• If you have DOS 4.0 or higher, type MEM and look 
for "largest executable program size". 

• If you have an earlier version of DOS, type 
CHKDSK and look at the end of the list for "bytes 
free". 

If you need more low memory free, try moving TSR and 
Device Driver programs listed in your CONFIG.SYS 
and AUTOEXEC.BAT files into upper memory. Make 
sure the statement DOS=HIGH,UMB is in your 
CONFIG.SYS. 

You can get even more free low memory by running a 
program such as DOS 6.0's MEMMAKER, QEtAt^'s 
OPTIMIZE, or 3G6MAX s MAXIMIZE These pro- 
grams free up low memory by moving your TSR pro- 
grams into high memory. 

Be sure you booted your computer with DOS and are 
not running a DOS shell from Windows. 
Q. "I can't hear any voices." 

A. All sound is played through your sound card. Make 
sure you have attached headphones or speakers to the 
sound card's audio-out connector, and that you have in- 
stalled any software drivers that the sound card needs in 
order to work. 

Q. "The game runs slow when I'm on the ground mis- 
sions." 

A. Try increasing the amount of low memory available. 
The more low memory you have, the better! You may 
also want to try running a disk cache program, such as 
SMARTDRV or NCACHE, before playing Star Trek: 
25th Anniversary. You should configure the program to 
cache data from the hard disk where the Star Trek pro- 
gram is located, not from your CD-ROM drive. 



TROUBLE' 
SHDOTinC 
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Captain's Log 



Transporter 




Options 




Talk to Spock 




Consult Computer 




Target Analysis 
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Basic Controls 

To control the U.S.S. EnrcrprisG^'" and its crew, wg 
will assume for the next several paragraphs that you are 
using a mouse. If no mouse is connected to your com- 
puter and you are playing using only the keyboard con- 
trols, see "Keyboard Controls", on page 18. 
Star Trek®: 25th Anniversary'" is divided into tv/o sec- 
tions: on board the U.S.S. Enterprise and on the 
ground while on a landing party mission. Read the fol- 
lowing section, "On Board the U.S.S. Enterprise""' for 
how to play while on board the U.S.S. Enterprise . 
See page 19, "The Environment", for how to play the 
ground missions when the crew uses the transporter to 
beam down to planet surfaces and other starships on its 
investigations. 

On Board the U.S.S. Enterprise"' 

Captain Kirk oversees control of the U.S.S. Enter- 
prise from its bridge. From here you can issue com- 
mands to the crew, travel to and communicate with new 
worlds, and engage in potentially dangerous situations. 
The bridge crew each have specific duties. By selecting 
the appropriate crew member, you can order that officer 
to execute a given task. What tasks each crew member 
can perform is listed below: 

KIRK 

You are Captain Kirk. You can check reviews of past 
mission performances by selecting the Captain's Log 
Icon. Choose the Transporter Icon when you wish the 
landing party to leave the ship. Select the Options Icon 
and a new set of icons will be displayed: Save Game, 
Open Game, Music On/Off, Sound Effects On/Off, 
Text Display Options and Quit Game. 
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The Bridge with: 1) Starship Cursor and Main Screen. 

Crew members: 2) Capt. Kirk, 3) Scotty. 4) Sulu, 5) Chekov, 6) Spock, 7) Uhura, 

Monitors include 8) Phaser Ready, 9) Power Status/Speed Status, 10) Photon Torpedo Ready, 

11) Ship Systems, and 12) Ship Position. 



SPOCK 

Commander Spock occupies the science station. Use 
his Talk Icon to get valuable advice and information on 
your current mission. 

Spock has access to the ship's library computer. If you 
select the Computer Icon, you can type in any subject 
relating to the game and press E. The computer will tell 
you any relevant information about your subject. To exit 
the computer, enter an empty message or press G. You 
may wish to take notes on the information you find. It 
can be extremely useful! 

Spock can also give you a computer analysis on enemy 
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Damage Control 



Emergency Power 



Communications 




Orbit 




Shields 
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starships during combat. The Ship Systems Monitors 
will show damage information on the last ship you have 
fired on. Remember that you can not see damage infor- 
mation on the U.S.S. Enterprise while Target Analy- 
sis is on, so be sure to turn it off occasionally to check 
on your own status! 

scony 

Lt. Commander Scott sits at the engineering station. 
From there he directs damage control and the ship's en- 
gines. If the U.S.S. Enterprise''' is damaged due to 
combat. Lt. CommanderScott will direct his damage 
control teams to make repairs on the ship's systems au- 
tomatically. 

By selecting the Damage Control Icon, you can tell Lt. 
CommanderScott to concentrate repairs on a particular 
system. Lt. CommanderScott will allocate additional re- 
pair crews on that system, repairing it faster. Sec Ship 
Systems for more details. 

You can order Lt. CommanderScott to give you Emer- 
gency Power. This only lasts for a short time and the 
strain on the engines is such that you can not use Emer- 
gency Power again until Lt. CommanderScott has time 
after combat to do repairs. 

UHURfl 

Lieutenant Uhura is the communications officer. If you 
need to talk or send information to a ship or planet, se- 
lect the Communications Icon. Uhura will open hailing 
frequencies and try to establish contact. Once communi- 
cations are established, you can have her send computer 
files and other information by selecting the Communica- 
tions Icon again. 



STAR TREK" 26tli RnniVERSRRy'" Enhanced CD-RORI 



on THE BRIDGE 



5ULU 

Lieutenant Sulu is the ship's helmsman. By selecting the 
Orbit Icon, Sulu will take the ship into planetary orbit. 
You can't "beam down" to a planet until you are in orbit 
around it due to the transporter's limited range. 
Sulu also controls the ship's shields. By selecting the 
Shields Icon, he will raise or lower the U.S.S. Enter- 
prise's main deflector shields. If the ship's shields are 
raised, you cannot use the .ransportcr. 

CHEKOV 

Ensign Chekov is assigned to navigation. Selecting the 
Navigation Icon will bring up the star map. You will need 
to refer to the star map in the centre of this manual for 
the names of the stars. Position the cursor around the 
star you wish to go to. Click it and the U.S.S. Enter- 
prise will arrive at warp speed. 

Be sure of your destination before your select the Navi- 
gation Icon. You must select a destination once you are 
at the star map screen. Going off-course is sure to an- 
tagonise someone! (Lt. Uhura will remind you of your 
destination if you ask her.) 

Chekov also controls the ship's phasers and photon 
torpedoes. By selecting the Weapons Icon, he will acti- 
vate or deactivate the ship's phasers and photon torpe- 
does. You can't fire until these are armed! 



Orbit St^</V\^P 



Shields 
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Repair Bridge 



Repair Sensors 



Repair Hull 
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There arc a number of systems that are vital to the op- 
eration of the U.S.S. Enterprise'"" during hazardous 
situations. If damaged, Scotty will assign damage con- 
trol parties to make repairs. 

SHIELDS 

The main deflector shields protect the U.S.S. Enter- 
prise"^ from damage. Once activated, they will nullify a 
portion of the damage done to the ship. The more dam- 
age they absorb, the less effective the shields become 
until they fail completely. There are six shields: front, 
rear, left, right, top and bottom. Each is damaged indi- 
vidually, so if your left shield is damaged, you may want 
to try and Keep that side away until Scotty can repair it! 
The shield strength is displayed on the Ship Systems 
Monitors. When a shield is at full strength it will glow 
bright yellow. As it gets damaged, it will dim until it is 
totally drained. 

BRIDGE 

The bridge itself is heavily armoured and shielded, but 
the controls to the ship can taKe damage. The ship will 
handle sluggishly as damage increases to the bridge's 
controls. 

SEDSORS 

The main sensor array is represented by your main view 
screen. Without this you arc virtually blind! As it accu- 
mulates damage, there will be greater and greater inter- 
ference patterns obscuring your view. 

HDLL 

Scotty will repair this after a conflict, but it is possible to 
keep the other systems going while the hull rips itself to 
pieces from the stress of damage. Once the hull fails, 
the Starship Enterprise"" is destroyed. 
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Bridge 



Photon Torpedoes 



Impulse 
Engines 




Warp Drives 
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Phasers 



Sensors 




Hull 



PHR9ER9 

Phasers are phased light beams, somewhat similar to 
laser beams. After firing, they must recharge before they 
can be fired again. Their recharge period is much faster 
than the photon torpedoes can be reloaded, but they 
draw a large amount of the ship's power and don't pack 
quite the punch torpedoes do. If sufficiently damaged, 
one or both phasers can be knocked out of commis- 
sion. 

The Phaser Ready Monitor is just above the Main 
Viewscreen on the left. A bar graph shows the charging 
status. Once the phasers are fully charged and ready to 
fire, the liight will turn green. A phaser that is out of 
commission will blink red. 

PHDTDnTDRPEOOES 

Photon torpedoes are energy charges of matter and anti- 
matter separated in magnophoton force fields that deto- 
nate on contact. The advantages of photon torpedoes: 
they take less energy to reload and are somewhat 
stronger than phasers. The down side is their lengthy 
reload time, and slower speed to target. The slower 
speed requires you to lead the target more than you 
would with phasers. 



Repair Phasers 



Repair Photon 
Torpedoes 
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The Phofon Torpedo Ready Monitor is just above the 
Main Vicwscrecn on the right. A bar graph will show 
the reload progress, and the light will turn green when 
they are ready to fire. A photon torpedo tube that is out 
of commission will blinK red. 



5HIP sysTEmB moniTOR 

The Ship Systems Monitors are to the left and right of 
the main viewscrecn. They display ship system status. 
Ship systems will glow red when they are damaged. 
See the chart to the left for system locations. Shields 
are indicated by the yellow outline around the ship dis- 
play. As a shield side is damaged, the indicator dims. 
The left monitor shows front, rear, left, and right shield 
strength. The right monitor shows top and bottom 
shield strength. See page 7, no. II. 

SHIP posmon moniTOR 

This is above KirK and below the Main Vicwscreen. It 
shows the relative position of enemy ships to the 
U.S.S. Enterprise'"". It functions like this: The centre 
dot is your forward view. A ship above you will be 
above the centre dot. A ship to the left will be left of the 
centre dot, and so on. Ships behind you will show up 
on the outer edge. To Keep track of multiple targets, the 
Ship Position Monitor assigns different coloured dots 
for each ship. Remember the coloured dot of each ship. 
If there are several ships of the same type, this is the 
only easy way to tell the difference! See page 7, no. 12. 

lUHRP HRD imPUL5E ERGinES 

Power for the ship's systems and movement are pro- 
vided by the ship's engines. The two warp pods provide 
the bulk of the power and are required for "warping" 
space to travel at faster than light speeds between stars. 
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The impulse engines provide considerably less power 
than the warp engines but can provide a nice reserve. Lt. 
CommandcrScott will repair the engines as a whole 
rather than treating the warp and impulse engines as 
separate units. 

The Power Status Monitor is just above the Main 
Viewscreen in the middle. The two upper bar graphs 
show the relative power the engines are producing. The 
two indicators to the right of the bar graphs will light red 
when Emergency Power is activated. See page 7, no. 9. 



Pouier Rllocation 

Power allocation is optimised by the ship's computers. 
Shields have top priority and will always be charged as 
long as power is available. When weapons are armed, 
they have second priority on power. Phasers draw a fair 
amount of power to charge, but requirements arc low 
once they are fully charged. Photon torpedoes have low 
power requirements. 

Whatever power is left over is available for movement. 
As long as the engines are undamaged, the U.S.S. En- 
terprise has power to go top speed and arm weapons 
and shields. Power lost to damage slows the ship 
down. Further damage can bring the ship to a halt and 
then prevent the phasers from having enough power to 
charge. The destruction of the U.S.S. Enterprise'" will 
probably soon follow. 
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Centers Flight 
Cursor (from 
Keypad) 



SPEED CONTROL 



Reverse (slow) 



Stop 



Slowest 
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Half Speed 



Full Speed 



Ship IDavement 

You can toggle between direction control and crew se- 
lection by pressing Tab. 

mouse 

When in ship movement mode, the cursor will be re- 
stricted to the Main Viewscreen. Move the cursor in the 
direction you wish to go. The further away from the cen- 
tre of the screen, the faster your rate of turn. You can 
centre the cursor by pressing 5 on the numeric Keypad. 
The left mouse button fires your phasers. The right 
mouse button fires your photon torpedoes. These are 
aimed at the current location of the Starship Cursor. 

Speed 

Use the number Keys along the top of your Keyboard 
(not from the numeric Keypad) to select your speed. 0 
is a dead stop with speed increasing as you choose 
higher numbers. ) is top speed (thinK of it as ten). The 
0 Key (to the left of the iLl Key) will put the ship into a 
slow reverse speed. You can checK your current speed 
by looKing at the middle monitor directly above the view 
screen (below the Power Available bar graphs). The 
upper green bar represents the speed you last com- 
manded, and the lower red bar represents your actual 
speed (which may be reduced because the ship's power 
is down). 
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Opposing Ships 

Aside from mocK combat with another Federation heavy 
cruiser, there are several starships that may oppose you: 

KLIHGOn^'^ BRHLE CRUISER 

The ISIingon''' Empire is an aggressive culture that ex- 
tols warrior values. Outright war is prevented by treaty, 
but the Klingons^'" have been able to provoKe more than 
a few incidents. Armed with disrupters and photon tor- 
pedoes, Klingon"" vessels arc similar in speed and ma- 
noeuvrability to the Starship Enterprise^"*. 

ROmULRn^" UJRRBIRO 

Romulans"^ fought an inconclusive but exceedingly 
fierce war against the Federation a century ago. A neu- 
tral zone agreed by treaty separates the two societies, 
but violations on both sides have occurred. Romulans^** 
are of the same genetic stocK as Vulcans, but do not be- 
lieve in the Vulcan values of peace and logic. The 
Romulan^"* ships arc slow and manoeuvre poorly, but 
have two advantages: a powerful plasma torpedo and a 
cloaKing device that renders it very difficult to detect in 
combat except when firing the torpedo. Beware! Due to 
a recent alliance of convenience, the f^omulans^" have 
acquired some Klingon"^ Battle Cruisers which have 
been retro-fitted with cloaKing devices. 



ELR6I PIRHTES 

A loose confederation of pirate captains that prey on 
shipping for the most part. Their ships are small and 
quicK and are armed with a variety of defensive systems. 
They are primarily a danger when attacKing with two or 
more ships. 
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1. CenturiUB 

2. Cameron's Star 

3. flRK'7 

H. Harlequin 
5. Harrapa 
G. Elasi Prime 
7. DigiFal 
B. Btratikeer 
Hral(l(our 
ID. Tri'RhQ Hautica 

11. Shiva Dmicron 

12. HIpha Proxima 

13. Omega IDaelBtram 
IN. Rrgos IV 

15. Beta mgamid 
IB. Sirius 
17. Sigma Zhukova 
IB. Castor 
IB. Pollux 
20. Ctiristgen 
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KEBBOHRD commHnDS 




Left mouse button fires 
Phasers. 

Right mouse button 
fires Photon torpedoes. 



W 



Toggles weapons on/off. 



Toggles target analysis of 
enemy ships on Ship System 
Monitors. Always shows the 
last ship damaged by the 
U.S.S. Enterpriser'^. This 
brings up the damage control 
Repair Icons. Select the ship 
system you want Scotty to 
concentrate repairs on first. 



Activates emergency 
power if it is available. 

Fires phasers. 

"Space bar "fires 
photon torpedoes. 



Toggles between the normal bridge view and full 
screen view. 

Toggles between movement/fire mode and crew 
selection mode. 



<>• SNf. 



Reduces the Main View Screen 
magnification. 

Enlarges the Main View Screen 
magnification. 



Enters or exits orbit. 

[keypad] Centers 
controls. 



Main star navigational map. 



Opens Kirk's option icons. 

Ask Mr. Spock for advice. 

Spock's Library 
Computer. 

Uhura's Communication 
Icon. 



Ship speed. 
REVERSE STOP 



SLOW . 



m 



Pauses the game. 
Toggles sound on/off. 

Toggles music on/off. 
Quits STAR TREK®. 



FAST 



QBBB 



IB 
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Kirk and his landing party on Pollux V 



The Landing Party 

When transporting fo a planet or other sfarship. Captain 
KirK will lead a landing party of himself, Mr. SpocK, Dr. 
McCoy and a Security Officer. Be warned, situations 
can be dangerous. If Kirh, Spock or McCoy is hilled by 
your actions, the game is over. 

Generally there is some Kind of warning placed within 
the game (you don't have to learn by dying, but you can 
die.) Losing the Security Officer does not lose the 
game, however, and you can continue the mission. Con- 
stantly losing security officers is frowned on by Starfleet 
Command! 



IB 



moving About 

Point to the area of the ground you want Captain l^irK to 
go to and click the mouse. He will walk to that spot au- 
tomatically. If you want Captain Kirk to exit a door, then 
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The Command 
Interface 



Scrolling icons: 
Left/Right. 
Up/Down, and 
Select in the center. 




Inventory Icon 
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clIcK on if. Kirh will walk to the door and the landing 
party will cxir the room. 

You only control Captain KirK's movGrncnt directly. The 
other mcmbGrs of the landing party will move when 
circumstances require it. 

Command Icons 

By clicking on the right mouse button or pressing the 
space bar, you can call up the Command Interface. This 
is where you can select the various game commands 
during landing party missions. The following commands 
are available: Talk, Look, Get, Use, and Options. The 
cursor will change to an appropriate icon when one of 
these commands is activated. The icon will display a red 
border when placed over something potentially useful. 
To close the Command Interface without selecting an 
icon, click outside the box. When no icon is selected, 
the cursor will default to the Walk Icon. When on a 
ground mission, your right mouse button will only be 
used to call up the Command Interface. If you want to 
click on anything else, you'll be using the left mouse 
button. The various commands are: 

TRLK 

Place the cursor over the Command Interface's mouth 
and click the left mouse button. The normal cursor will 
be replaced with a Talk cursor. Place the Talk cursor 
over the character you wish to talk to and click the left 
mouse button again. 

You may be given several options on what you can say — 
be sure to read them all before making your selection. 
You can scroll through the selections using the scrolling 
icons. Remember, you are representing the Federation 
and Starfleet Command will review your performance. 
What you say can and will affect the response you will 
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receive from the entity you are talking to. Remember to 
talk to Spock, McCoy and the Security Officer as they 
may have valuable advice to give. 

LOOK 

Place the cursor over the Command Interface's eyes and 
click the left mouse button. The cursor will change to 
the Look cursor. Place this over the person or thing you 
wish to look at and click the left mouse button again. 
Additionally, there will be an Inventory Icon in the upper 
left of the screen. Point to the Inventory Icon and click 
the left mouse button to look at anything you may be 
carrying, including your landing party equipment (see 
page 23). 

USE 

Place the cursor over the Command Interface's hand 
holding the ball and click the left mouse button. The 
cursor will become a ball. From here it is a two-step op- 
eration: select the item or crew member you wish to use 
followed by the item or character you wish to affect. Use 
Spock on the Allen Contraption and he will try to oper- 
ate it. Use medical kit on Security Officer and McCoy 
will try ti heal him. If a character is asking for an item, 
use the item on the character and it will be given. Use 
Kirk on the Communicator and he will try to contact the 
ship. Remember, this is always a two-step operation: 
use one thing on the second thing. (You can't Use 
Spock on the Tricorder""" on the Rock, but you can Use 
either Tricorder''' on the Rock.) Note that the item or 
person that is selected "In Use" will be displayed next 
to the Inventory Icon. You can also use one inventory 
item on another. To do this, click the Use Icon with the 
left mouse button, then select an. inventory item. While 
this item is displayed, click on the inventory icon with 
the left mouse button and select another item. 
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GET 

Place fhc cursor ovc?r the Command Interface's hand 
fhaf is Gxtcndcd downward and clicK fhc left mouse but- 
ton. Place the Get cursor over the thing you wish to get 
and click the left mouse button again. If the item can be 
taken, it will be added to your inventory. 

oPTions 

Place the cursor over the Starfleet Symbol and click the 
left mouse button. This will bring up a series of icons 
similar to the ones available on the bridge: Save Game, 
Open Game, Music On/Off, Sound Effects On/Off, 
Text Display Options and Quit Game. 



KEyeoHRD commRnoB 

Shortcut keyboard commands are available while on 
landing party missions. 







L 




G 




u ' 




Talk 




, Look 




, Get 





Use 



Walk 



Inventory (while in the Use or 
Look mode) 
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Ground Icons 



Walk 



Talk 



Look 



Use 



Get 



Options 
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The landing party comes equipped with several items. 
The following gives a brief description of each. Other 
items you must figure out as you go along. 

PHASER 

Two icons are shown, green for stun, red for full 
power. The hand phaser is similar to the ship's phascrs 
in operation. It imparts a small amount of energy to an 
object in stun mode, a destructive amount on full power. 

TRICORDER'" 

This is a sensing and scanning device. Think of it as a 
very powerful Look device. Spock's Tricorder'"' is cali- 
brated for scientific readouts, and McCoy's for medical 
readings. If someone is injured, McCoy is the obvious 
choice; if you want to find out something about the alien 
contraption, Spock is your man. You do not need to 
Use Spock or McCoy on the Tricorders""" . Just use the 
appropriate Tricorder'"" on an object (or person) and 
Spock or McCoy will scan it. 

mEDICHLKIT 

McCoy's Tricorder'" is a diagnostic aid. You need to 
use the medical kit to actually cure anyone. 

communicRTOR 

You can talk with Lt. Commander Scott aboard the 
U.S.S. Enterprise'" with this and get advice or issue 
commands. You can use anyone on this, but it's Kirk 
that will do the talking. 

All the above is standard equipment. More items will be 
added to your inventory through game play. 



Phaser (green) Stun 



Phaser (red) Full Power 




Spock's Tricorder 




McCoy's Tricorder 




Kirk's Communicator 




McCoy's Medical Kit 
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STHRFLEET commflnD 




Your boss, the Admiral of Starfleet 



The ScenariOB 

Each scenario will begin wirh a mission assignment 
from StarflcGt Command. You will need to navigate to 
the star system Starfleet assigns you and resolve the 
situation. You may face interference from other star- 
ships. After completion of the mission, Starfleet will 
evaluate your performance. There are multiple scenario 
outcomes, some not as optimal as others, so be sure to 
save the game at the start of each scenario if you want to 
experiment. 

StarPleet Revieui 

The better you do in a given mission, the higher the rat- 
ing Starfleet will give you. Solving puzzles, aiding oth- 
'ers, and behaving like a representative of Starfleet in 
general is the Key to a high rating. Violence never helps 
your rating, and may actually hurt it. After the final mis- 
sion in the game, Starfleet will give you an overall rating 
for all the missions combined. In game terms, this is 
your "score." Commendation points are awarded based 
on your rating from Starfleet. These reflect the in- 
creased experience and morale of your bridge officers 
and will result in increased efficiency of their duties on 
board the U.S.S. Enterprise"^ — Mr. Sulu manoeuvres 
the ship more quickly, Lt. Commander Scott coaxes 
more emergency power from the engines, etc. 
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BHCKGROUnOS 



U.B.B. ERTERPRIBE™ 

The ship is almost 1000 feet long and carries a crew of 
over four hundred. Th2 main section is the crew quar- 
ters and scientific research areas. The lower section is 
the engineering area and houses the main sensor array. 
The two cylindrical nacelles are the warp drive engines 
and must be isolated from the rest of the ship because 
of the powerful energy fields that emanate from them. 

CRPTRin JRmEST.KIRK 

Kirk is the current Captain of the U.S.S. Enterprise 
in its fourth year of a five year mission in space. He is 
the youngest Academy graduate to be assigned as a 
Star-ship Captain. An idealist, he drives himself hard 
and is decisive, but listens thoughtfully to his crew. 

CDfRRIRRDER SPOCK 

The ship's Science Officer. He is considered the finest 
First Officer in Starfleet. Spock is half-human and half 
Vulcan. He adheres to the Vulcan discipline of logic that 
seeks to control emotion. He is intensely loyal to the 
captain, implacable in the face of danger, and has a ra- 
zor-sharp mind. 



LT. COmmRRDER LEDRRRD "BORES" RlcCOB 

Dr. McCoy is the Senior Ship's Surgeon of the U.S.S. 
Enterprise^'' and head of the Medical Department. Out- 
spoken, cynical, he delights in battles of wit with Spock. 
He represents the reverse side of Spock's unemo- 
tionalism. For all their verbal sparring, he actually seems 
to like the Vulcan First Officer. 
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BRCKBROUnOS 



LT. commflnDER monTGomERy "scony scon 

The Gvcr-rcsourcGful Engineering Officer. The fhird-in- 
command, he assumes charge of the vessel when KirK 
and SpocK are not on board. He delights in his engi- 
neering and views the U.S.S. Enterprise^'^ as his own. 
Lt. Commander Scott worked his way up through the 
ranks through sheer love of engineering. 

UEUTEnflnTHIKHRUeULU 

The ship's helmsman, he is the model of an efficient of- 
ficer and never needs to have the same order given 
twice. 

LiEUTEnRnTnyoTR uhurr 

She is the ship's communication officer. In Swahili her 
name means "Freedom". Uhura is from Earth. She de- 
lights in singing during her off hours, and is an expert in 
communications when on duty. 

ERSIGR PRVEL CHEKOV 

The ship's navigation officer. Reliable, but brash and 
inexperienced. The U.S.S. Enterprise'" is his first 
space assignment. Raw material waiting to be honed by 
Kirk. Chekov was born outside of Moscow in Russia. 
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WrifG fo: 

Cusfomcr Support, 

Interplay Productions Ltd. The Barn, St. Johns Yard, 
Main Road, Fyfield, Oxon OXI3 5LN. 

Or call: 
0865 390029 
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If within the first ninety days of purchase you have any 
problems with the product please return it to the retailer 
After ninety days you may return the software program 
to Interplay Productions provided the fault is not due to 
normal wear and tear and Interplay will mail a replace- 
ment to you. 

To receive a replacement you should enclose the defec- 
tive medium (including the original product label) in 
protective packaging accompanied by: 

(1) a cheque or money order for £10 sterling (fo cover 
postage and packaging), 

(2) a brief statement describing the defect, 

(3) the original receipt or address of the retailer and (4) 
your return address. 

Registered mail is recommended for returns. Please 
send to: 

WARRANTY RePLACEMeNTS 
INTERPLAY PRODUCTIONS LIMITED 
THE DARN ST JOHN'S YARD 
MAIN ROAD FYFIELD 
OXON OXI3 5LN 
ENGLAND 
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GHmES PLRUERS CHRRTER 

Avoid playing when tired. Play for no more than one 
hour af a fimc. 

Sir well away from the screen, preferably no closer fhan 
ten feet. 

Play games in well lit areas. 

Reduce the brightness of the screen to darken 
the contrast 

Use as small a screen as possible. 

These rips will help you enjoy your games playing more 
and maximise your performance. 

Only 1500 people in the United l^ingdom are photosen- 
sitive epileptics (sensitive to flickering lights). These are 
the only people who may develop an epileptic reaction to 
playing computer and video games. 

REmEmBER, COmPUTER RRD VIDEO GHinES 
HRE FUn. 

Issued by the 

European Leisure Software Publishers Association. 
Station Road. Offcnham, Nr evcsham. Worcestershire. 
WPill 5 LW 

Tel:(03G6) 630642 
Fax:(0386) 630693 
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Enhanced CD-Rom 

Another Step 
Closer To Reality! 




Constant updates b 



in full motion video 



Reol life film footage of natural disasters 




256-colour Super VGA graphics. Digitised Speech 
Audio On line help for spoken description of game features; 



AVAILABLE SOON 




Coming soon to your screens is an 
exciting new version of SimCity - 
on enhanced CD-Rom. Using state 
of the art multimedia effects, you'll 
see and hear your developing city 
come to life before your eyes. Full 
motion video, created using a cast 

of top actors, lets you meet 
SimCitizens in person. And as v/ell 
as coming face to face vifith the 
Newscaster, Police Chief, Fire Chief 
and other officials, you1l also get 
the chance to drop in on individual 
SimCitizens for a close-up view of 
their lives. 
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